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the Library of Written Secrets. 




Turn first to page 20 and read the 
lips and hints on typing in 
. programs. 


ZjNow turn to page 18 
and read the 
instructions on how 
to play the ga me. 


J Type RUN and 
RETURN and cheek 
that your screen 
display looks like the 
one in the first 
picture on page 18. 


3 Type in the program slowly and 
carefully: if necessary stopping 
and saving a section part way 
tS-_— through. i r'j 


About this book 


This book contains a program listing for 
an adventure game called "Island of 
Secrets” which you can type in and play 
on your computer, ft also contains lots of 
exciting colour pictures which tell you 
the story of the game and show what 
some of the places and characters in it 
look like. These contain vital clues - look 
at them carefully or you won’t be able to 
play the game. 

The program listing starts on page 20. 

I t is written to work on a Commodore 64. 
VIC 20 (with 16K expansion), Apple. 
BBC, Electron and Spectrum, though* 
because these computers do not all use 
exactly the same version of BASIC, there 
are changes to make depending on which 
one you are using. You will find out about 
these in the notes at the beginning of the 
listing. 

Island of Secrets is an extremely long 
program to type in and even experienced 
programmers will find it difficult not to 
make mistakes. You will find some tips 
and hints on typing in programs on page 
20 . 

If you don't know what an adventure 
game is or how to play one, you can find 
out more about them on the right. You 
can also find specific instructions for 
playing Island of Secrets on page 18+ 

How touse thisbook 


'About adventure programs 


£ Check through 1 

B Sm 

the listing, noting 

JLt'.l 

how many 


conversions there £ 


are for your 


— l computer. Sr 



You have probably heard about 
adventure games even if you’ve never 
played one. They were invented in the 
LLS.A. in 1976 and first played on 
mainframes with huge memories. 

The player wanders round an 
imaginary world by typing in commands 
such as GO SOUTH or TAKE SWORD 
and the computer describes the 
surroundings and events as the game 
unfolds. Some more recent adventure 
games draw 1 pictures of the characters 
and locations on the screen too. 

The object of an adventure game is 
usually to collect treasure and escape 
from a series of dangerous situations. 
They are difficult to play and can take 
weeks, or even months, to solve. 





1 Alphan's quest \ 

To find out who Alphan is and what he has 
to do with the Island of Secrets you must 
read the Story on pages! and 5. E lis task is 
to find the objects of power, though he 
doesn't know’ what they are, and take 
them to the Island of Secrets. He must 
then work out what to do with them to 
restore light, warmth and life to the world, 


If you do something wrong you may find 
you have lost the game. The computer will 
tell you you have failed and give you a 
score based oil what you have done up to 
that point. You will then have to start 
again and try something different. Perhaps 
you said the wrong thing or didn't pick up 
something you needed. 


*5 Keep the book \ 
alongside you as you 
play. You will need u> 
refer constantly to the 
map to find your way 
around. / 


You are now ready to 
start. Try wandering 
round the locations 
before you tackle the 
game seriously, j 


Y r ou can save a game part way 
through if you waul and load d 
again another time, or you can 
give up and get your score by 
typing QUIT, The book tells 
you how lo do these things on 
pages 18- 1 l # ^ 


Have a good look ai the 
colour section of the 
book to familiarize 
yourself with the world 
of Island of Secrets and 
. its inhabit ants. > 


whether you can go north, south, east or 
west. You will need to look at the 
pictures, too, to see if there are any 
objects that might be valuable or useful 
in your Quest, as the computer probably 
won't mention them. 

This game is also different from a 


traditional adventure because you play a 
role. You are Alphan and you must try to 
decide what he would do in a particular 
situation (based on the clues in the book) 
rather than what you personally would 
do. Other roles are played by the 
computer and characters sometimes 
move around or do surprising things 
which you cannot control. You are given 
a certain amount of strength and wisdom 
at the beginning of The game and these 
vary accord mg to what happens to you in 
your role cf Alphan. 


Island of Secrets is a text adventure. It 
doesn't show any pictures on the screen, 
but it does have pictures in the book 
i nstead. Unlike most adventure games, 
the computer will not tell you all you need 
to know about the world you are 
travelling through. There are no 
directions, for instance. You will need to 
look at the map and work out for yourself 




What about Island of Secrets? 



The story of Islandof Secrets 


In the dim and distant past 


6 Then they gave him 
the Cloak of Entropy 
which they said was 
essential for releasing 
the power of the 
.objects and, because 
[the task was too long 
for one person's life- 
time* they also gave 
[him the secret for 
prolonging his life. 


* * , the sky was blue and the grass was 
green. The Ancients had built The 
Pyramid and established communication 
with the Sky People, It was even agreed 
that one or two specially selected 
Earthlings should visit Sky Land. 


5 It became obvious to the Sky People 
that a great war was inevitable T they sent 
Omegan back to Earth w ith a mission. 
The war would darken the Earth, they 
said, but w- hen it was over Omegan must 
collect the secret objects and release the 
power that had been Jocked into them, 
thus restoring the Earth to normal. 


2 The first (and last, as it 
turned out) Earthling Sky 
visitor wasOmegan, youngest 
sonof the most influential of the 
Ancients, I le was fascinated 
by what he saiv - the Sky 
People knew a lot of things_^ 
Earthlings didn't. t 


3 Shortly after Omegan 
arrived, conflicts began 
between the Sky People 
and the Outer Ones. Sky 
messengers came down 
to The Pyramid and 
gave each of the 
Ancients an object, 
telling them to hide it 
carefully. 


The Ancients wondered 
why the Sky People should 
bother to give them such 
ordinary looking objects. 
But, who were they to ask 
questions? They set off to 
find hiding places, little 
knowing they would never 
meet again. 



9 f le began to realize that the Cloak had 
enormous power. With its help, he built a 
castle lor himself and assembled the 
secret equipment for extending his life. So 
what if the Earth stayed dark, he thought. 
No-one would find allthe objects* and as 
for the Cloak — that was his now , . . 


S Omegan set out on his task, but it soon 
became apparent that it was of immense 
and incredible difficulty. I le didn't know 
what he was looking for or where to look 
or even how many 
things be had to find. 


even the Sky People had anticipated. A huge 
dark cloud enveloped the Earth blocking 
out light and heat* the ground ripped apart 
forming the Crimson Canyon, and the 
lakes were poisoned. 




s 





/That was all a long time ago . , ~J 


10 + + - but the land is still in darkness and 
Gmegan still lives on his Island of Secrets. 
No-one found the objects or discovered the 
secret of Omegan's long life* though 
are rumours of some who have tried. 



It could be true - who knows 


- 


12 No-one rtiought Alphan 
would take on the 
Intelligent and wise he 
certainly is* but surely 
too slight and gentle to 
wrestle with the will of 
Omega n. True he has 
that map left to him by 
his explorer grandfather. 


11 Tales are told, for instance, 
of a wanderer named Median 
who entered the Castle of 
Secrets. He even drewf a plan, 
they say, which he put in a 
bottle and 


What if he really could 
bring the Earth back to 


5 
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Characters yoirwill meet 


/Canyon Beasts/ 


You may come across canyon 
beasts anywhere in the forest* 
though you won't be able to catch 
one without help. 


/Omegan/ 


He moves around the 
castle, so you can't be 
sure where youwill 
come across him. 


Speaking Stone 


Despite its name* this 
strange glassy boulder 
sits in dull silence. 


m 
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\J Swampman / 


Jle lives in the stumps of the 
great blue wood trees, which 
his ancestors planted. He is a 
sworn enemy of the Logmen 
but cannot leave the swamp to 
get revenge or to get the liquor 
which he believes would / 
restore t he t rees to their / 


The Boatman 


Even the intrepid 
canyon beast won’t 
go near him. so 
beware. It would be 
wise to approach 


/ti 1 IS 

him at some stage 


in your quest JfjgR 

4\ fpl 

though. 


If 





/The Logmen / 



These unfriendly characters are always on 
the look-out for something to entertain 
them. They are addicted to a lethally 
strong liquor which they brew 
themselves. Their logging 
Sw activities include 

\ \ destroying the 

- - last of the 

| \ great blue wood 

s tress in the east. 


Median 


A famous scholar of Ark tent 
times, he disappeared under 
mysterious cir cum stairces^ i 


He appears to have lost his memory, - 
Alpha n will need to help him recover it 
10 somehow. 


Y~r4 
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/ Sage of the Lilies / 


The Sage has meditated for so long that she has forgotten how 
to move anything other than her head. She has been vaguely 
worried for the last 500 years by a slight, but persistent 
irritation on her back. The lilies she guards are said to revive 
old memories. 


She guards something 
precious. She'll need proof 
that you are serious about 
your mission. 




Grandpa's Chest 

Grandpa kept useful things in here 


Grandpa's Shack 

Alphan T s grandfather built this 
shack as a hide-away for 
himself. 




The Pyramid 

The view from here is quite 
impressive. Watch your step - there's 
a kind of hard grey stone here. 


Gashing Stones 

If you peer closely at these you can just 
make out the following inscription: 
“Stony silence is not the thing 
Say stony words that you must bring "j 


Well of Weakness 

Don't approach if you're not feeJing 
strong. Omega n may not be far away 


r « 
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Adobe Hut 


Someone appears to have lived here in 
recent times, but there's no sign of 
anyone now. 


Clone Factory 

Can this be the secret of Omegan's 
long life? 


j 

3 




Snelm's Lair 

Et is said that one of the Ancients left a 
clue with Snelm. Look for a piece of 
old ^paper’- * i 


f O meg air's Sanctum 

The end of your journey , 
whatever its outcome. You 
can't escape. 

Watch your step here too* 




II J, 





fcr^ 1 P 





Marble Column 

This Is all that remains 
of the University 


of the Ancients. 


art 


— 









You lose the game if 
* your strength or > 
.wisdom reach zero. J 


Use EAT or 
DRINK to 
increase strength 


When you have typed in the Listing and 
checked it carefully, type RUN and 
RETURN, The word “initializing” will 
appear at the top of the screen, which 
means the computer is reading the data 
After a few seconds, your screen should 
look like this. 


You are now ready to start and the 
computer waits for you to type in what you 
want to do. It only recognizes certain 
words and so won’t understand everything 
you say, in most cases it needs two- word 
commands, such as GET WATER. 


Y ou will notice as you begin to move 
around that the “time remaining 1 ', shown 
top right of your screen, constantly 
decreases. The game is over when the time 
is up, no matter what else has happened. 


wisdom scores vary as the game 
progresses. You can increase your 
strength by eating or drinking, providing 
you have stocks of food and drink. You can 
only increase your wisdom by doing the 
right things in the game. 


You can stop at any point in the game and 
save your progress so far. Do this by typing 
XSAVE, as shown above, (Make sure you 
have your cassette recorder linked up and 
a tape ready first though. You will need to 
know how to make your computer save on 
tape too.) 


When you want to continue the game, load 
in the game program as usual, then type 
XLOAD as your fust instruction as shown 
above. You can then continue the game 
from where you left off. 


p. iv-i- ip Hi:rt lie* i- ■ Mil I hpM&i !: 

[f your screen " 

doesn t look like 

tills* you've f ^ "il «■ * Litft r*PM. 

probably made a _ 

r - ■ ||l ,CkiM IM Ul M 

typing error, so A 

■ * , HiuL vi)u fitr* 

check again. 
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* De-bugging 


M- 1 B I J*tE 

f vuuh HH4IM » to- itfltffl H ; * ’iXFI - z* 
ftv hM ]« Fi* #|B»I o* T* LllFU. 


Sometimes you will be asked a second 
question, as in the situation above, You 
should then answer with one word. There 
are also special one word commands for 
save, load and quit, as you will see below. 



Food and drink item s' 
a re just added to your 
food or drink score, j 
they are not listed as 1 
melon, wine, etc. A 


Now type INFO and your screen will 
change as shown above. You can do this at 
any point in the game to find out what you 
are carrying. You start the game with two 
units each of food and drink andean add to 
this by picking up any food and drink you 
spot on the way. 


If you feel you are stuck in the middle of the 
game and want to give up, you can type 
QUIT at any time and the computer will 
give you your score* (Though you won't get 
anytime bonus*) 




However carefully you think you have 
checked a listing after you have typed it in, 
it is still likely that it will contain mistakes. 
You may not even notice them until you 
have played the game for a while. Here is a 
checklist of common problems to look out 
for. A good way of checking is to ask 
someone to read the listing out loud, 
including all the punctuation, while you 
took at the listing on the screen. 


0 

0 



1) Have you typed in all the 
conversions for your computer? 
Check RND and clear screen i 
particular, 

2) Brackets are very easy to 
miss. Check there are an equal 
number of opening and dosing 
brackets in every line. 



3) Quotes are also easy to miss. 
Make sure there is an even 
number of them in every line. 


4) Check that you haven't 
missed any pact nation or 
confused, with; for example. 


5) Have you run two lines 
together or accidentally split one 
> two? 


» 




6) Watch out for two similar lines 
close together in a listing, as 
your eye can sometimes jump 
from one to the other part way through. 
S£ 7) Make sure you haven’t 
confused capital 0 with zero, 
figure I with capital I or figure 6 
with capital G, 

8) Some lines in this listing are in 
code. You will need to check 
these letter by letter to make sure 
they are correct. 

9) The data lines have a group of 
Is and Os at the end. Make sure 
there are four (correct) numbers 
in each group. 

10) Check that all the GOSUB 
line numbers are correct and 
that you haven’t missed out a 



RETURN line. 


40 




Programlisting 

Here is the Island of Secrets program 
listing. The symbols down the left hand 
side indicate lines that need to be altered, 
added or deleted for different computers. 
There is a different symbol for each 
computer, as shown below, so make a note 
of the one for yours. Turn to pages 30-31 to 
find the new lines to type in. 

Commodore 64 a 
VIC 20 A 
Apple • 

TRS-80 ■ 

BBC * 

Electron # 

Spectrum □ 

It is a good idea to check through the 
listing before you start typing to see how 
many changes there are for your 
computer. 


Hints on typing in the program 

You will need to go slowly and carefully to 
type this long listing incorrectly. 

Here are some hints: 

1. Make sure you are sitting in a 
comfortable position. 

2. Use a ruler or piece of blank paper to 
mark the line you are on. or see if you can 
persuade someone to read the listing out 
to you. { Explain that they must distinguish 
between TO and 2 and FOR and 4. and 
that they must read all the punctuation. ) 

3. Check each line before you press 
RETURN and make sure you don't miss a 
line altogether. 

4. Stop at the bottom of each page, or 
moreoften if you like, and walkaround the 
room for a few minutes. 

5. As soon as you begin to feel irritable or 
panicky, STOP. You can always save what 
you have done and continue later. 


10REM ISLAND DF SECRETS 
20S0SU6282Q 

30LET D=R:IF R=20 THEN LET D=FNfll8fl) 

• 40 G Q5OB650 : GDSUB2 770 : PRINT* ISLAND OF SECRETS', 'TINE REMAINING: *;L 
□•■AJOPftlNT 6* ; TAB (0) 'STRENGTH = ;TABC23}; "I4ISDDH = )t : PRINTS* 

□iOPRINT'YQU ARE *jlt(VAL(LEFTt(A$, !))};' *;:GQSUB720:LET N=0 
70FQR 1=1 TO C4 
S0LET C=0:R£AD VI 

901F L(I1=R AND FIIK1 THEN LET C=l 
100IF N>0 AND C=1 THEN LET AI=AI+',' 

110 IF C=1 THEN LET AI=A$+" "+VULET N=N+1 
120NETT I 

1301 F N>0 THEN LET M«'*V0U S£E'tA*:G0SUB720 
140PRINT:FRINT EtjFt 
ISOFRINTiPRINT'WttAT HILL YOU DO"; 

□ 140 INPUT Ef 

170LEF «=":LET *I="*:LET ft=0:L£T 0=52iLET LMENlEi) 

□ 180FOR 1=1. TO LI 

□ 190 IF NlDKEf,I,ll=' 'AND Ct^'THEN LET Ct=LEFT*(E*,l-lJ 
O200IF NIDI [El,m, 1)0' 'AND C*>" THEN LET M=ftI6HTHEI.U*l);LET I=LJ 

210NE1T I 

2201 F »*=" THEN LIT CI=E* 

2301F LENICIH3 THEN LET «=«+•???* 

240FDR 1=1 TO V 

□ 250JF LEFT* (Cl,3)=Mt£ l * (VI ,3* (1-11*1,31 THEN LET A=1 
24CNEIT 1 
270SDSUB740 

280LET Bt=":lF A=0 THEN LEI A=Vt| 

290IF Kt=*?77" THEN LET F*='naST ACTIONS NEED T*0 NOHOS' 

300 IF A>V OR 0=5! THEN LET Fl=Nf*Cf*" *+Kt 
20 31 OIF A>V AND 0=52 THEN LET FI='«HAT!' 


Remember, it is 
easier to check 
each line carefully 
before you press 
return than to 
check through the 
whole listing for 
mistakes at the 
end. 









320LET L=L-t:LET Y=FNS1J} 

■4 A 3 join B*=STR4 10 > + 5 TR 1 (L <Q) ) »STRf (F IQ > ) * STR* ( R) 

□ 3400ft INT (A/lOf+l GO SOB 590, 400, 6 10, 420,630 ,430,440 
350EF R=41 THEN LET X=lt-FNR<2)+1 

3601 F R=I4 AND FNRI3)=1 THEM LET Y^-liLET FI=’YQU ARE BITTEN’ 

3701F F(I4K1 AND -R< >F 122) THEN LET F(36>=F(34)+liLET L(36)=RiLET Y*H 
3 BO IF ROLM6I AND L(16f>0 THEN LET LC14) = 1+FMRT4J 
390 IF ROU39) THEN LET L(39) = I0HFN«(5)-U t7+FNfil3l 
400IF fi=H39) AND ROL<43) AND Fli3)>-1 THEN LET Y=Y-2sLET M-2 
410IF fi<73 THEN LET L(32I=7fc+FNR12) 

420IF R=13 DR R=57 Dfl R=73 AND FNfil2)=i THEN LET U25I=R 
430IF R=LI32IAND FNR(2>=1 AND F(32l=0 THEN 6QSUB1310 
AAWlf R=i9 AND Y<70 AND F(43)=0 AND FNR(4f=t THEN LET F*=’PUSHE0 INTO THE PIT’sLET F<H>=1 
450 IF ROLU1I THEN LET L(4l}=2i+(fNRl3mO)+FNR[2l 
440IF R=L ( 41 i THEN LET f (4 H=F t*l > -Is IF FI41K-4 THEN 60S UB 1230 
470 IF F (431=0 THEN LET L(43l=« 

4B01F L (43X18 AND fl<)9 AND ROIC AND FW-2XI THEN GQSUB1330 
490 IF R=IB THEN LET Y=Y-1 

AA5001F Y<50 THEN LET O=FNR(?)s60SUBI53O:]F L(0I=R THEN LET FM’YOU DROP SOMETHING' 

51 OIF L(900 AND B=23 AND F(34>>0 AND FNR(3)=3 THEN 5DSUEL360 
520 IF RM7 AND FCS>>0 THEN LET FI=Fff YOU CAN GO NO FURTHER' 

5301 F F(BI+Ftll)+F(!3I=-3 THEN LET Flli)=liSO5lJB2S00 

540IF F IN)"!) AND L>0 AND Y>1 AND T>1 THEN G0T03D 

550 IF LO OR Y(1 THEN LET Fl='YO(J HAVE FAILED, THE EVIL DNE SUCCEEDS’ 

560PRINT:PRINT F*i PRINT YDUfi FINAL SCORE- 1 ; 1 NT I )i +Y+ 1 ABS (L7 7* (L< 640) H ) 

570FRI NTs PR INT : PRINT "GAME DOER’ 

□ 5B0END 

□ 590QN A GDSUB 810, BIO, BIO, SID, BIO, 1080,1060,1390, 1530; RETURN 

□ 600 ON A-9 SGSUB 1540, 1430,1470, 1710,1730,1080,1740,1740, 1740, 1740s RETURN 

□ biOON A-19 GDSUB 1820, 1320,1020, 1020,1910,2100,2210,2270,2270, iUBOsRElURN 

□ 420 ON A- 29 SOSUB 2500, 2500, 2300, 2300, 2330, 2350, 2400 ,2400 ,2470, 2540s RETURN 

□ 4300N A-39 GDSUB 2400,2400,2720,440 
640RETURN 

•■AA450LET D=DMOtLR 
64C RE STORE D 
MAA470READ A t 

□680LET D*=RIGKT$(AI,4)sLET AI=LEFT»(Af ,LE«1A») - 4 > 

□690IF R09 THEN LET D$=NlDI(‘l011l0l00* 1 FNRl51,4) 

7 00 IF R=20 THEN LET Dt="U10‘ 



71 OSOSUB27BO! RETURN 

□ 72DF0R 1=2 TO LEN1AI ):LET Ef=Hltt(M,l,l) 

□ 730PRINTE*; : IF E t=‘ "AND FNP!Z) >Z THEN PRINT 
74DNEXT I 

750PRINT"* ■* ; ! LET At='’s RETURN 
7401 F LEN!Xt)<3 THEN LET »=»+'???’ 

770FDR 1=1 TO N 

□ 7B0IF LEFTF(X$,3) s HtDt(If,3*([-1 1+1,31 THEN LET 0=1 
790NEIT IslF 0=0 THEN LET 0=52 

B OCR E TURN 

BlOLET D=OtLET C=OsIF 0=52 THEN LET D=A 

B20IF 0JC4 AND 0<« THEN LET D=(K4 

830IF B(= "500012 “OR Bt=*500053’ OR Bt="500D45’THEN LET D=4 
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810IF S$='5O0O70'flR B*=’50QQ37'OR Bt="51O0l l'OR Bt= "SlOC^l "THEN LET D=1 
850IF Bt= '51(1043 “OR B»="490066 , CR S<=" 490051 "THE« LET fl=l 
840IF B*='5i0040'i)R B$='4a0056' THEN LET D=2 
870IF Bf = P 51 0044 M Qft Bt=‘5100S2' THEN LET D=3 
8B0IF 490051 " ftNO F<29)=0 THEN BQSLFS2! 10: RETURN 
890IF R=U39>AND U+Y<180 OR 8=10) THEN LET Ft-D#+*LE(W£ ! “ i RETURN 
900IF R=L(32)AND FE32K1 AND 0=3 THEN LET F*="H£ NHL NOT LET YOU PAST 1 j RETURN 
910JF R=47 AND f (441=0 THEN LET Ff='THE ROCKS HOVE TO PREVENT YOU": RETURN 
9201 F fi=28 AND FC7JO! THEN LET F*="IHE ARMS HOLD YOU FAST’: RETURN 
930IF R=45 AND F(40)=0 AND D=4 THEN LET FI= J HISS5S!*:RETURN 
940EF R=25 AND FU41+LU4MH AND D=3 THEN LET F*=’TOO STEEP TO CL MB': RETURN 
950IF R=5i AND 0=3 THEN LET FF=’TH£ DOOR IS BARRED!*: RETURN 
AACT9401F D>0 THEN IF NIDKDM. 1> = "0*THEN LET R=R+VALdUD*IMOti<Ml-Or, 0*3-2,31 1 fLET C»1 
970LET Ff="0K' 

9B0IF D<1 OR C=0 THEN LET F*=N*+"GD THAT NAY" 

AA 9901 F R=33 AND Lfi4)=C THEN LET L(14>=FNfX41:L£T F(14)=0:LET Ft= ’THE BEAST RUNS AHAY!" 
1Q0GIF ROL(25)OH 0025 THEN RETURN 
1010LET fl=*":LET A1-"IY0U BOARD THE CRAFT 1 
I020IF 1(60 THEN LET A*=A$+S* 

ID30LET At=At+Tt 

1 0400QSUB2740: S0SUB2760: GOSLS2740 

1050 IF K40 THEN LET A*="ITQ SERVE ON EGAN FOREVER! MET F(N)=| 

1040 IF 1)59 THEN LET At=*ITHE BOAT SKINS THE DARK SILENT HATERS'; LET R=57 
1 Q70GDSUB27S0: GDSU82760 : GDSUR274Q; RETURN 

AA10aOIFMF(0)>0 AND F10X910R LIOORIAKD 0<=C3 THEN LET Ft=*NHAT '+ 1* ♦"?*: RETURN 
1090IF £4= , 3450050 , TttE« LET Y=Y-S;LET 1=Y-5:LET FI=*THEY ARE CURSED*: RETURN 
liOOIF Bt =, 33 1001 O* THEN G0SUB1370 

A4niOIFlA=l5 AND 0020 AND 0(>ilDR(A=29 AND OOlSlOR 0>C3 THEN LET FJ=N*+Cf+" "+X$s RETURN 
1120IF L!0)=R AND (FI0K1 OR F(0I=9IAND 0<C3 THEN LET L(Q)=OiLET A=-J 
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1 130 1 F 0=14 AND LflOIOD THEN LET H03=FC:LET Ft=*IT ESCAPED*: LET A=0 
1140IF 0>CI AND 0<C2 THEN LET F=F+2:LET A=-i 
1 150 IF 0>=C2 AND Q<=C3 THEN LET G=B»2: LET A=-l 
1 160 1 F 07C1 AND 0<C3 THEN LET UO)=-Bl 

1 1701 F A=-I THEN LET Ft=*TAKEN':LET 1=7+4: LET E=E+1:IF F<01>1 THEN LET F(OXO 
liaOIF 61(>'244C44*QR LI 11 1=0 THEN RETURN 


H90LET Ft=Ut:LET LlOXRiiF FNRI3X3 THEN RETURN 
J2Q0LET Al='l'+Llt+Rt 

1210LET fi=43+FNRI4):LET LUt)=l:LET Fl=‘* 

122080SUR2740: RETURN 

123QGQSUB2770 j LET Ft=*’:LEI AI='ITHE LOGNEN m *M 
I240LET F(41)=0:LET Y=¥-4 : LET 1=1-4 
1 250 1 F R(34 THEN LET At=At+*TKRDH YOU' IN THE HATER ' : LET R=32 
1 240 IF R>33 THEN LET A*=Ai+“TIE YOU UR IN A STGRERODUMET fi=51 
1270GDSUB275O:GOSUB274O 
I230F0R 1=3 TO 4 
J290IF L 1 1 T - 0 THEN LET LLIM2 
I300NE1T I; RETURN 

1310LET Af='tTHE SHANFNAN TELLS HIS TALE’ 

1320S0SUB2740: LET F [321 =-l: RETURN 

J330LET F$=’NEDIAN CAN DISABLE THE EQUIPMENT" 

1340IF L (8 3=0 THEN LET Ft=F*+' AND ASKS YOU FOR THE PEBBLE YOU CARRY' 
I350RETURN 





IJ6DLET F(36I=-SFNR(4)+6I:LET Fl="ft STORK BREAKS OVERHEAD !':flETURN 
137DFOR K=] TO 30:G0SUB277Q SPRINT V7//LIGHFNIHS FLASHES! "sNEIT K 
1 39 OLE T L C3?) = R: LET Y=Y-B:LET X=7-2:RETURH 

I39DIF (0024 AND L(0)>0) OR 0-52 THEN LET Ft=*YOU DON'T HAVE THE “ +7$; RETURN 
AI40DPRINPSIVE THE ■;)(*? ' TO WHOM 1 INPUT II 
I410LET $=0:80SUB760:LET N=Q: LET 0=3 
1420 IF ROUNJ THEN LET Ff="THE J +7f+* IS NOT HERE') RETURN 
A AI430IF Bi= , 10045" AND N=40 THEN LET L(0)=fll:LET F(40)=1:LET Ff="THE SNAKE UNCURLS 1 
A A 1440 IF B$=" 24 1307 5 "AND N=30 AND G)| THEN LET FUl)=OiLET Ff='HE OFFERS HIS STAFF "sLET G=S-1 

□ I45DLET B*=LEFT*TS»,3J ;LET FI=*IT IS REFUSED* 

HMIF Bf^SOO'AND N=42 THEN LET (=MO:LET L(0)=8i 
I470IF M»'120 a MD N=42 THEN LEI MtiOjLET LlQt=8l 

■AA14S0IF B$="4O-'AN0 «=32 THEN LET FfN)=l:LET L(0)=8l 

□ I490IF LEFTKSt,2)= , 80 , AND N=43 THEN LET U0l=81:G0SUBi56l) 

I50DIF LID) =01 OR (0=24 AND KUDO AND G>0)THEN LET F*="IT IS ACCEPTED* 

E SI DIF N=4J THEN LET U0I=51:LET Ff=*IT IS TAKEN 1 
1 52 WET URN 

153DIF 0=4 AND L(QI=OTHEN LET LfO)=Bl:L£T 7=(-i:LET F*='IT BREAKS f'lRETURN 
I540IF L(G)=0 AND 0<=CI THEN LET L(OI=R:L£T Ft=*D0NE*:LET E=€-1 
I55DRETURN 

15A0LET A*="*HE TAKES IT "jIF ft<>0 THEN LET AI=A1+*RUHS DOWN THE CORRIDOR, 1 
A AI57DS0SEJB2740jLET AI="*AND CASTS IT INTO THE CHEMICAL VATS, PURIFYING THEN WITH* 

A AI58DLET AI=At+* A CLEAR BLUE LIGHT REACHING FAR INTO THE LAKES AND RIVERS BEYOND 1 
I590LET F(8)=-U SQSUB2750: 605UB2740: G0SUB2740 : RETURN 
I6Q0IF LUX >0 AND KCl THEN LET 1=1+1 ! GOTO 1600 


1 61 OIF LII)=0 THEN LET L(I)=R:LET F(I)=0:GDS1IB1340:L£T FI="YOU DROP SOMETHING* 

I62WETURH 

ISMIFflXCl DR 0)C3I AMD MO*??? 1 THEN LET Ff=lff+Ct+‘ '+KI :LET 1=1-1: RETURN) 

I640LET F*="YOU HAVE NO FOOD*: IF F>0 THEN LEI F=F-i:LET Y=Y+lO:LET Ff^OX 1 } zeros here 
1650IF 0=3 THEN LET 7=K-5:LET Y=Y-2:lET Fl=*THEY HAKE YOU VERY ILL! 1 
1660RETURN \T~ 

1670IF 0=31 THEN S0SUB2380: RETURN . A 

14B0IF If (>'???* AND <0(21 Oft 0>C3) THEN LET Ff=if+Cf+' *+)(t:LET 7=|-1:R£TURN |] M 

149GLET Fl='YOU HAVE NO DR INK 1 : If 6>0 THEN LET B=S-liLET Y=Y+7:L£T Ff= 1 OK 1 
1700RETJRN m j 

□ 17 10 IF LEFTflBf,4)=‘liOO* THEN LET F10l=-i:LET FI- 1 IT ALLOWS YOU TO RIDE' j| & 

1720 RETURN W |f 

1 730 IF B*="2444D44 1 THEN LET Ft=‘CH£ST OPEN 1 : LET F(6)=?:LET FI5)=?:LET F(15)=9 JO 
1740IF Bf^SUSl* THEN LET F*= "THE TRAPDOOR CREAKS MET F(29)=0:LET 1=7+3 
1750HETURN /*"stop now and 

1760LET Y=Y-2 : 1 F Bt= "3577077 "AND L(9)=0THEN LET F(2J)=0:LET L(23l=R ) walk round the 

1 770 IF VJ15 AND V(l? AND IL(9)=0 OR LU5)=0) THEN LET Ffs'OK 1 

■ A17B01F Bt= 1 1258l5B 1 0ft &f=*:758l50*ANO LU5)=0 THEN LET F<12)=0:LE! F(27)=0 :lET Ft= , CRACK 

□ 1790 IF LEFTI(Bt,4)=’H00* AND R=10 THEN G0SUBI980 f\ 

18001F A=1B AND (0>2? AND 0(34) OR <0>3B AND 0(44) OR 0=16 THEN GDSUB1900 Vf 
lfllORETURN 

1820LET Y=Y-2s LET 1=7-2: IF SOL IQ) AND LIOJOOTHEN RETURN 

1B30IF 0=3? THEN LET Ff=*HE LAUGHS DANGEROUSLY* Jp?^ 

1B401F 0=32 THEN LET F*="TH£ SNAMPMAN IS UNNOVED 1 /Ai 

1850IF 0=33 THEN LET F f=H *+“ TOUCH H|R!*iL£T l(3)=Bl (/ \ 

1 8601 F 0=41 THEN LET Ff=‘THEY THINK THAT'S FUNNY!* jLi 

1 070 IF R=46 THEN B0SUBI200 M 1L 



□ 1880 IF LEFTJ(8MJ= , 1400 II AND R=L(39)THEN GDSUB19BD 
J890LET Y*Y-8iLET Jf=l(-5: RETUfTN 

19001F Lf?) >0 THEN RETURN 

19I0LET Y=Y-12:IET I-M0:LET Ft="THAT WOULD BE UNWISE'* 

1920 IF ROUOl THEN RETURN 

1930LET F(Nl=liLET At="lTHUNDE8 SPLITS THE SKYIMET Ft=" 

1 940 LET A)=At*"lT ES THE TRIUNPHANT VOICE OF DM£GAH.“:SOSUB2740 
I950LET AI=’IWELL DONE ALPHA* ! THE MEANS BECOME THE END.'.’ 

1940LET CLAIM YOU AS ME OHM! HA HA HFTH ! " s 6DSUB2750 

I970GOSUB2740:LET 1=0 ! LET L=0:lET 9=0: RETURN 

□ 19806051182770 :0N 0-10 G0SUB2 01 0,20 40, 204 0,2040 

1990LET S=T+I0:LET L(0)=8l:LET f <0I=-1:OOSUB72O;GCISUB274O: &0SUB2760 
200 OPE TURN 

JOlOlET A$=’tIT SHATTERS RELEASING A DPtlLlNE RAINBOW OF COLOURS'" 

2020IF L(2IOFt THEN RETURN 

2030LET A*=AI*’THE EGG HATCHES INTO A BA8V DAKIYL "‘Qt 
20 4 OLE t L ( 391 =8 E : LET U2l"flI:LET F(2)=-1:LET Y=Y+40 
2050RETURN 

2040 [F L(13K)R THEN RETURN 

2070LET Af="#THE COAL BURNS WITH A WARM RED FLAKE* I LET F(J3)=-1 
AA2080IF R=10 AND R=U39lTHEN LET AI=A4+* WHICH DISSOLVES ONESAN'S CLOAK* :LET Y=Y+20 
2090RETURN 


2I00IF ROSI DR F(29T>0THEN LET F*=Wt*C!*“ HERE': LET M*l 
2J10LET I=M:LET R=FNfi(5):60SUB2770 :PRINrSWINM]NG IN THE POISONOUS WATERS 
2120LET J=0:LET B*=”:LET Ft=“YOU SURF ACE": PRINT "YOUR STRENGTH = "{INKY! 

2130F0R 1=1 TO R 

2140IF Y<15 THEN PflINT'YDU ARE VERY WEAK* 

□ 2150P8TNT'WH!CH WAV; : INPUT Iti LET Xi*i£FTtat,ll:LET Bt=B(+X»!NElT I 
2140FOR I=1TEJ R 

□ 217CLET Y=FNS(2)-3lIF MID*(6*, I ,!)=-»" THEN LET J=JM 
2180NEIT I; IF R/2>J AND Y>l THEN GOTO 2110 
2 190 IF Y<2 THEN LET Ff="YOU GOT LOST AND DROWNED"' 

2200LET R=30+FNR(3t:RETUfiN t No** there is 

2210IF F1340-1 THEN RETURN I^spaceherc 

2220G0SUB2770 fPRiNl'YOU CAN RUN TO SHELTER IN: ':PRI«T*1I GRANDPA'S SHACK 

A£ 2230PRINT"2> CAVE OF SHELN':PRINT"3) LOG CAB IN": PRINT" CHOOSE FR0P1 1-3"! INPUT Al 

□ 22401 F A1>"0"AND At<-4"TH£N LET R=ASC(MIDH "A, >*,VAL(Al), 1)1-21 :L£T F( 
2250PR1NT"Y0U RUN BLINDLY THROUGH THE STORM" : LET Fl=" YOU REACH SHELTER 
2240GOSUB2740: RETURN 

2 2 70 IF £l='3O75075"OR B(="3371071“THEN LET Fl="HDN WILL YOU DO THAT" 

A422B0IF Bl=" 3371 071 “ AND A=20 THEN LET F(3I=0:L£T F|=‘SHE NODS SLQWLY'iLET K=M 
22 SORE TURN 

2300LET FI="EXAHIN£ THE BOOK FOR CLUES' 

□ 23! OIF LEFTHBt,3)="400 , TH£N LET Ft=U 
23 2 ORE TURN 

2330IF 6*=‘40041* THEN LET F(4ls-1:LET FJ- "FILLED " 

2340RETURN 



2350LET Ft=It: !F SF=HI AND fi=47 AND F(8)=0THEN LET F(44J=1:LET Ft=JI 
2340IF HOP* OR ROLT42) OR LI3K3! OR L (121 (81 THEN RETURN 
2370LET F*=*HE EATS THE FLOWERS- AND CHANGES’: LET F(42)=I:LET F(43)=0: RETURN 
230 OIF F(4I+L<4K>-1 THEN LET F*="YOU DON'T HAVE "+)(*i RETURN 
AA2390G0SUB2770 :PRINT’Y0U TASTE A DROP AND. .":GQSUB2760fLEI E1= J »0JCH , ":LET Y=Y-4:L£T J=K-7 



24Q4SG$UB2770:FOR J=1 TO ABSiFI34))+3 
2410LET L-L-hlF Y< 100 Ofl -R=FI22> THEM LET Y=Y*l 
2l20PRlNT"TtME PASSES' :6BSOB2760 
2S30HEIT I 

2440 IF L>100 Ofi F(36K1 THEM LET X=Jt+2:l£T F<34)=1 
2450IF A=37 OS A=34 THE(* LET FI =, OK' 

2460AETURN 

2470 IF R=L (25) THEM LET Fl=*THE BOATMAN HAVES BACK" 

O2430IF LEFT t (Bt ,3) = "700" THEN LET F(7)=1;LET FI=HI:LEI I=K+B 
2470RETURN 

□ 2500LET F(=‘A-DUB-DJB'!lF LEFT* I Eft, 4K >‘2B13 l *THEtl RETURN 
2510IF F(flJ=l THEN LET FlQJMsLET FI=KI:RETURN 
2520 IF L(5I=0 THEM LET F(Bl «0t GDSUB l«OiLET Ft="TH£ STONE UTTERS "*Hf 
2 550 RE TURN 

2540G0SUB277O : PRINT" INFO - I TENS CARRIES' :GOSUB27BO 
• 2550PRINT St;TABfOi;* F0DD="iF;TABl23l!*DR!NK=";GtPRlNT GljtLET FI="QK" 

2560FOR I-i TO C4 

2570READ VI: IF LiI)=Q THEN PRINT Y* 

2 3 30 ME IT 1 

2590PRI NT6*? : B0SUB2730 : RETURN 
2600LET CI='LOAD": IF AMI THEN LET CI=‘SAVE’ 

24 1 OPR I HT’ PREPARE TO ";CI;605UB27J0 
♦□•■2620 IF AMO THEN OPEN 1,1,0/ISDATA’ 

♦□•■2430IF AMI THEN OPEN 1,1,1,‘ISDATA* 

A A *640 IF AMI THEN LET F(50)=»:LET F(49>=Y:LET F(4fl)M:lET F(47)=F;LET FI46)=6:LET F(t5)=L 

□ 245OF0R 1=1 TO N 

♦OM2640IF AMO THEN INPUT*! ,LII>: INPUT#! ,F ID 
♦□M2470IF AMI MM PRINT11,Ut):PRINTIl,F(I) 

□ 26S0NEIT 1 
*□•■2 6 90 CLOSE 1 

AA27001F AMO THEN LET R=FI50):L£T M(49):LET *=F<48J sLET F=F ( 47T i LET 6=Fl4i) :LET L=FI45> 
2710LET FtMOK": RETURN 

2720LET F f H)=-l : LET F*="YQU RELINDUISH YOUR DIJEST, *:L£T L=J«RETUflN 
2730 1 MW PRESS RETURN 1 ; A*: RETURN 
274060SUB2770 

2 7 SOSOS UB720: G0SUB2 740 : RE TURN 
□•»AA?760FDR D-i TO 2000; NEXT 0: RETURN 
•▲A 2770CLS: RETURN 
•■AA27BORESTDRE LR+810 
27P0RETURN 

2300LET AI="*THE NDfiLD LIVES N[TH NE« HOPE ! " : SDSUB2750 
2810LET FI="YQ(JR OUEST 13 OVER’: RETURN 
H20PRIN7" INITIALISING* 

□•■a A 2330LET LR=2860!L£T 7=39: LET Z=INT !Zt.91 
2 34 OLE T VM2:LET N=5t:LET C4M3 

□ 2350DIN »(7) 

□ 2B40D1M L(52),F(52I 

207OMTAMTHE FURTHEST DEPTHS OF THE FOREST 1001* 

23B0MTA , 4TH£ DEPTHS 0F THE MUTANT FOREST 1000" 

2B90DATA*7A PATH OUT OF THE OVERGROWN DEPTHS 1000" 

290ODATA'AA CARNIVOROUS TREE 1000" 

29I0DATA"4A CORRAL BENEATH THE CRIItSQN CANYDNillO" 
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2920DATA'7THE TOP OF A STEEP CLIFF101I" 

2935MTATHE MARSH FACTORY 1 001" 

294QDATA , 4THE S LUO BE FERNENTATION VATS11I0" 

2950DATA"7M UPPERMOST BATTLEMENTS I QC l" 

2940DATA'4QNEGAN'S SANCTUM! HO" 

297DDATA*4SNELM'S LAI ROOD I" 

29aQDATA"2A SARK CAVE 00 00“ 

299DDATA’ (BROKEN 6 RAN CHE SO l 00" 

3000DATAMA THICKET OF BITINS BUSHESflOOD" 

3010DATA-IA HUGE GLASSY STQNE1110* 

302ODATA*7TRE EDGE DF CRIMSON C ANYHOW 
3030DATA‘4THE CLONE FACTORYOlOl* 

3040 SATA ‘4A CORRIDOR OF CLONE STORAGE CASKSllOO" 

3Q50DATA*7EDGE OF THE HELLOOOO* 

3Q4QDATA"4THE ROOM OF SECRET VlSIDNSUiO* 

3070DATA’4SNELH'S INNER CHANBEROHl" 

30 a 0 SATA‘ 3 THE SOUTHERN EDGE OF THE FORESTOlOl" 

3D?ODATfi*7A LEAFY PATH 1000" 

310QBATfi'3fl FORK IN THE PATHOTOO" 

3110DATA'7AH APPARENTLY UNCLINBABLE ROCKY PATHI100" 

3120DATA’7A LEDGE ATOP THE CRIMSON CANYONOOlC* 

31300ATA"4A TALL ENTRANCE CHAMBER 1101" 

3L40DhTA'4m LON PASSAGE WITH ARMS REACHING FROM THE NALLSIOIO 1 


Make SUT€ you 
haw four 
numbers at the 
end of each of 
these lines. 



315QDATA"7TH£ APPROACH TO THE NELL OF DESPA IR0001" 
31S0DATA'4A DIN CORRIDOR DEEP IN THE CASTLElOlO* 
3I70DATA'4THE STAGNANT NATERS OF THE CRAWLING CREEKlflGl* 
3!80DATA'4A SHALLOW POOL OFF THE CREEK! 100" 

3190DATA*7A L06 PIER, JUTTING OUT OVER THE CREEKOOOO" 
]200DATA"4A STRETCH OF FEATURELESS DUNE51IQ0" 

3210DfiTA"lA GROUP OF TALL TREES1010’ 

3220DATA"7R NARROW LEDGE AT THE SUMMIT Of THE CANYQH0011* 
123O0ATA > 2A MONSTEROUS PORTAL IN THE CASTLE HALLOW 
3240DATA"4A CHAMBER INCHES DEEP WITH DUST0001" 
3250DATft"4HERElill* 

3240DATA"2A CARVED ARCHNAY0O10" 

327O0ATA“4A SNAIL HUT IN THE LOG SETTLEMENTOill" 

32B0DATA"IA HUGE SPLIT-LOG TABLE 1001" 

3290DAIA"41HE PORCH OF THE LOGMEN'S CABJNOf 10* 
3300DATA'4GRANDPA J S SHACK! 101" 

33I0DATA"3A CLEARING IN THE TREES BY A RICKETY SHACKOOlO" 
33201ATA*4THE NEST OF A HUGE DACTYLOlll* 

3330DATA'iTH£ CASTLE DF DARK SECRETS BY TWO HUGE STONESOOll" 
3340DATA*4A ROOM UTTERED WITH 80NES01I1" 

3350DATA'4THE CELL OF WHISPERED SECRETSOlil" 

33iODATA'4THE LIBRARY OF WRITTEN SEtRETSOll 1" 

3370DATA"4A REFUSE STREWN STDRERODMllll" 

338DDATft'4THE LOGMEN'S HALL 0000" 

3390DATA'5A LOG BUILDING 1 000" 

3400DATA"7ft RUTTED HILLS IDE 1100" 

3410DATA"7A WINDSWEPT PLAIN AH0NG5T STONE MEGftLlTHSOlOO* 
3420DATA"7TH£ STEPS OF AN ANCIENT PYRAMID1010" 

3430DATA"7THE ISLAND DF SECRETSOlil" 


344QDATA"tA BROKEN MARBLE COLLIKNl 001 ' 

3430DATA“7AN EXPANSE OF CRACKED, BAKED EARTHllOQ" 
34A0BATA‘4A DESERTED ADOBE HUTlQlO* 

3470DATA"4A LIVID GROWTH OF NAD 0RCHID51011* 
3490DATAMA CORNER STREWN KITH BROKEN CHftlflSO 1 1 S " 
349QDATA“7TH£ BRIDGE NEAR TD A LOG SETTLEMENTS! 1" 
3500DATA 1 IA CRUMBLING HASS OF PETRIFIED TREES 101 1 1 
35lODATA"3TH£ EDGE OF THE PYRfiPli Di 101 * 
3520DATA"’THE RQflF OF THE ANCIENT PYRAMIDOIQO* 
3530DATA"3AN IMPASSABLE SPLIT IN THE PYRAMID1 110“ 
3540DATA'7A BARREN BLASTED NA STELA HDD 00 1* 
355QDATA’4AN EXPANSE DF BLEAK, BURNT LAND1100 U 
3540DATA‘5A DELAPIDATED ADOBE HUTEH10" 
3570DATA"4THE HEART OF THE L1LIES010I" 
3580DATA , 4THE MIDST OF THE LIUESIIOO" 


3590DATA'3A RIVER'S EDGE BY A LOG BRiDGEOlOO* 

3AOODATA'3A PETRIFIED VILLAGE BY A RIVER CROWDED WITH LILIES01Q0’ 
36tODATA"4THE REMAINS OF A VILLAGE 1100* 

34200ATA'3THE ENTRANCE TO A PETRIFIED VILLAGE! 100" 

3430DATA"4A SNA HP MATTED WITH FIBROUS ROOTS! 100" 

WOO AT A’ 2 A VILLAGE OF HOLLOW STUMPS DEFYING THE SNAMPOJOC" 
3450DATA‘4ft TUNNEL INTO ONE OF THE TREE STUNPSliOO" 

34iODATAMA HOLLOW CHAMBER MANY METRES JN DIAMETER! HO" 

3470DATA"A SHINY APPLE" 

36B0EATA*fi FOSSILISED EGG" 

3tV0DATA"A LILY FLOWER’ 

3700DATA‘AN EARTHENWARE JUG 1 
37 lODflTfi" ft DIRTY OLD RAG* 

3720DATA*A RAGGED PARCHMENT" 

3?30DATA"ft FLICKERING TORCH" 

3740DATA"A GLISTENING PEBBLE* 

3750DATA'A WOODMAN'S Al£" 

37A0DATA'A COIL OF ROPE* 

3770DATA'A RUGGED STAFF' 

3780DftTA’A CHIP OF MARBLE* 

37S0DATA*A POLISHED COAL" 


38D0DATA"A PIECE OF FLINT' 

IBIODATA’A GEOLOGIST'S HAMMER" 
3920DATA"A WILD CANYON BEAST" 

3D30DftTA'A GRAIN LOAF" 

38 40 DAT A* A JUICY MELON" 

3850DArfi“S0M£ BISCUITS" 

3340DATA'A GROWTH OF MUSHROOMS" 
3870DATA"A BOTTLE OF WATER' 

3B90DATA'A FLAGON OF NINE" 

3B9DDATA*A FLOWING SAP" 

jROODATA'A SPARKLING FRESHWATER SPRING" 

391DDATA"THE BOATMAN" 

3920DATA*A STRAPPED OAK CHEST" 
3930DATA*A FRACTURE IN THE COLUMN" 
3940DATA’A MOUTH-LIKE OPENING" 
39S0DATA-AK OPEN TRAPDOOR* 
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3940 DATA* A PARCHED, DESSICATED VILLA6ER* 

3¥70DATA'A STILL DF BUBBLIK6 BREEN LIQUOR" 

JMODATA’A TOUGH SKINNED SWAMPMAN’ 

3?9QDATA"THE SAGE Of THE LILIES" 

WODATA'NALL AFTER WALL OF EVIL BOOKS’ 

40I0DATA'A NUNBEH Of SOFTER RDQTS" 

402GDATA’ FIERCE LIVING STORM THAT FOLLOWS YOU" 

4D30DATA' MALEVOLENT WRAITHS WHO PUSH YOU TOWARD THE WELL" 
AiMODATA'HIS DREADED CLOAK OF ENTROPY’ 

40500ATA’QMEGA« THE EVIL ONE" 

4O40DATA“AN IMMERSE SNAKE WOUND AROUND THE HUT’ 

407DDATA“A GROUP OF AGGRESSIVE LOGMEN" 

40B0DA1A" THE ANCIENT SCAVENGER" , ’MEDIAN" 

4090G0SUB2780 

gAMQOATA’BY’ j ’FACING’, "AT", "IN", ’OUTSIDE’, ’BENEATH’ , "ON" 
•■A44I10REST0RE LR+1230 

4120FOR 1=1 TO 7:READ ItUliNEXT I 
4130LET LET B=B:LET LMOOOsLET E=0 
1140LET C1=1A:LET C2=2! ! LET C3=24:LE? F=2:LET 6=2 
4150LET F=2tLE1 6=2 
4140LET Y=100fLET 1=35 

A»4170LET H$=*NNgIl5;/U''kIpcL2LJ\5LJii-ALZ/SkI[tgRit73**i1i]FF 

41RDLEI 01= ’SD101 1 9 10D1 1 09 10900DV0 1 000 III 00 000 01 MO OOfl 1QMOOOOQOO’ 

□■A6419DLET G*=’ 

4 2 DOLE T Ft=‘LET YOUR QUEST BEGIN’ 

42 IDLE I K(=“hEFLEtl IONS Silk WlIHlN’ 

4220LET Lt=’ REMEMBER ALADDIN IT WORKED FOR HI H" 

4230LET Mf=’ DECIDE TO HAVE A LITTLE FUN AND ■ 

4240LET N4=’THE TORCH BRIGHTENS’ 

4250LET 04= ’YOU ANGER THE BIRD’ 

4240LET W*=’YOU CAN'T ‘ 

427DLET Pl= 'REMEMBER OLD TIMES’ 



42B0LET R*=" WHICH FLIES YOU TO A REMOTE PLACE" ✓ — W" 

42 9 OLE T S*=’FALL1N6 UNDER THE SPELL OF THE BOATMAN ’ ( These lii 

4310LET T|=’AND ARE TAKEN TO THE ISLAND OF SECRETS* ( C carew1 

4J20LIT Jl="THE STONES ARE F1KE0" 

4330LET 04= ’WHICH TAKES OMESAN IN IIS CLAWS AND FLIES AWAY" 
a A 4340LET V4=’1t??5??E?TW??GQ?G£T TAKE 1VDR0LEAEATDR ] RI DQPEP ICCHOCHIT APBREF I GSTRATT ’ 
435DLET V4=VH ‘H I TK ! LSWISHEHELSCRCATRUBPOLREAEW IL5AYWA! RESWAVINF KLGLSADU I * 
4340LET 1 4= * APPEG GFL OJ UGR RGP ART QRP EB A H E RQP 5T ACH I C OAF L I If AM CA NLO AMEL B 1 5M US ’ 
437DLET Z4=Ztt‘BOTN]NSfiPWATBQACHECQLSTDTRAVlLLISSWASAOBOORO0ASAHRACLQOMESNA“ 
4330LET U-li* "LOGSCAMEDNDRSDOEASWESUP?DawIN?aUT7?7 ’ 

4 39 OF OR 1=1 TO N+l 

□J4400LE! LU) =ASC(HI Dt I Ht , 1 , 1 ) ) -32: LET F(II=ASC (MID* (04,1,111-48 


Th™ lint’s are in 
code. Take special 
care with them, J 



44IQNEIT 1 

4420LET H)=’STONY WORDS’ 
□■4430DEF F«RIZ) = lNT<RND(m2)M 


Now you can save 
it all on cassette. 


□•■AA4440DEF FWPm=POS 

4450DEF FNS(Z)=Y-IE/C4+.1> 
*4440RETURN 

□MiA 
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Conversion lines 

Commodore 64 A 

Leave out the LETs in lines 440, 500 
940, 990, 10B0, 1110, 1430, 1*40, 1570, 

1500, 17B0, 2080, 22B0, 2390, 24*0, 

2700, 4340 

Leave cut the spaces (except where 
narked in quotes in the text! in lines 
440, 940, 1110, 1*40, 2230, 2390 

eg. 1 440 iFB$= "241 3075" ftNDN=jOANDE>lTH£NF ( 1 i)=0:FI= "HE OFFERS HIS SWF': 6*6-1 

In line 4170, use SHIFT and the letter 
to get lower case letters. 

Replace \ with pound sign, 

350 E0SUB 4500 
450 RESTORE 

440 FOR 1*1 TO 0:REAB AliNEIT 1 
470 Leave out this line 

1480 IF Bt='40“ AND FI4K0 ARC «=32 THEN LET F(N)=1:LET L (01=81 

2740 FOR 3=1 TO 900:»EIT 0: RE TURN 

2770 PRINT CHRK 147): RETURN 

2790 RESTORE: FOR 1=1 TO 0O:R£AD TP*;NEIT I 

2830 LET 2=31 

4110 FOR 1=1 TO 43: READ TPI:NEKT I 

4190 LET »«' " 

*405 IF lt[l>12? THEN LET UI)=L(IM4 
4440 OEF FHP(I}=POStO) 

4500 BI=STRf 1 0) ^STRt (L tOU +STfll(F (0) ! +STR* (R1 
4510 8l=STR$(VALiBf I ):B$=RJBHTl<8l,LEN(BtMl 
4520 RETURN 
Vic 20 A 

Use 044 conversion lines plus the lines listed below. 

50 PRINT SJ ; TftB 4 0) "STRENGTH = ‘jlNTlTlsPRINT "KISBOK = " ; I s PR ! MT Gl 
1400 PRINT "GIVE THE "jllj" TO NHOM": INPUT II 
2030 LET 2=14 

4190 LET 6I=" " 

BBC and Electron# 

2420IF A=40 THEN FL=DPENIH 'ISDATfi* 

24301F R=41 THEN FL=OPENflUT "ISOATA" 

26401 F A=40 THEN INPUTtFL,L(I).F(I) 

2470IF ft-4l THEN FRINTIFL,L(l).FtIl 
Z690CLQS£#FL 



Spectrum □ 50 PRINT Bfs TAB (0) ; "STREHSTH = J MU ; TAB < 10> i ‘ WI SO0M = ";I;PRINT Gl 
55 LET LI-VflL(fiKl) i 

40 PRINT 'YOU ARE ";[»(□)( TO Hill));* ";:GQSUB 720:L£T N=0 
140 INPUT ElsPftINT 1 ';EI 
MO EUR 1 = 1 TO LI-1 

190 IF £1(11=' * AND Cl=“‘ THEN LET Cl=EKTQ I-l) 

200 IF Et (1*1)0' " AND Cl)'" THEN LET I*=£Kltl TO J:LET I=Lt-i 
250 IF CH TO 3)=VI(3*(I-I)+1 TO 3KI-I1+3) THEN LET A=[ 

340 GOSUB Gift) 

5B0 STOP 

590-630 Leave out these lines 

600 LET DI=AKLEN(A$)-I TO I : LET AKAKTQ LENIAtMl 

490 IF R=39 THEN LET RD=FNR(5)iL£T Dl='l0lll0100" (RD TQ RD+3) 

720 FOR 1=2 TO l£N (fill j LET E$=AI(I1 
730 PRINT El;: IF EJ=* * AND PEE«l23tB8KI THEN PRINT 
730 IF IK TO 31=ZK3KI-1)*1 TQ 3»(M)«3) THEN LET 0=1 
955 IF D=5 THEN GOTO 970 

960 IF D>0 THEN IF DKDl-'O' THEN LET ft=R*VAL ("-10+10+01-01" (D*3-2 TO 0*3>!:LET C=1 
1450 LET B!=8t< TO 3)iLET Fl=" IT 13 REFUSED' 

1490 IF Sfi TO 21 = “SO" AND N=43 THEN LET L(0)=8l:GQSUB 1560 

1710 IF BK TO 4) ="1600" THEN LET F(0)=-1:LET F*='[T ALLOWS YOU TQ RIDE* 

1790 IF 8I( TO 4!="ll00‘ AND R=10 THEN GDSUB I960 

1080 IF BK TO 41 = "1400* AND R=L(39) THEN GOSUB 1980 

19 BO GDSUB 2770iG0SUB 2010M (0-101 = 11 *2040H(D-J0) >11 

2150 PRINT "WHICH HAY INPUT IKPRiNT lit : LET 11=11 (IhLET Bt=BI+I*:NElT I 

2170 LET V-FKS(Z>-3: IF BKIh'N* THEN LET J=J*1 

2240 IF Af>'0" AND AK'4" THEN LET fi=CQDE("A >"(VfiL(Al) 11-21 :LET F(22)=-R 

2310 IF BK TQ 3l = "600' THEN LET Fl=LI 

24B0 IF BK TO 31 ='700* THEN LET FI7)=l;LEl F4=Nt:LEI I=KtB 

2500 LET FI=*A-DUB-DUB"jIF BK ID 4) <>"20 15" THEN RETURN 

2420 REN 

2430 REN 

2450 REN 

2640 IF AMO THEN LOAD 'ISDATA" DATA L 0 1 LOAD "ISDATA" DATA FI) 

2670 IF A=4| THEN SAVE 'ISDATA" DATA LO:SAVE "ISDATA" DATA F() 

26D0 REN 
2690 REN 

2740 FDR D=1 TO 70: NEXT D: RETURN 
2330 LET LR=2B6fl:L£T 1=3 
2850 DIN 11(7,7) 

2340 DIN L(52):DIN F(52):DIN H(7):0IN G(43I 

4105 DATA 2,i ( 2,2iVi2 

4125 FOR !=1 TO 7: READ HfllsIEXT I 

4190 LET 34=' ' 

4400 LET L(I) =CQDE(HK I) )-32:LET F(l)=C0DE(QKll)-4B 
4430 DEF FNR(2)=INI(RND»2+I! 

4440 FOR 1 = 1 TO 43:READ GlDsNEIT I 
4470 DATA 310,310,310,910,310,1030,1030,1390,1530 
4430 DATA 1540,1430,1470,1710,1730,1080,1760,1760,1740,1760 
4490 DATA 1820, 1820, 1B20, 1B20, 1910,2100,2210,2270,2270, 1030 
4500 DATA 2500,2500,2300,2300,2330,2350,2400,2400,2470,2540 
30 4510 DATA 2600,2600,2720,640 



TRS 80 ■ 


Line 4170 - use SHIFT / 0 to got reverse letters And use these instead of lower ease. 
To get \ use SHIFT t CLEAR 
S CLEAR iDOO 

SO Pfi INI G(; TAB (0); 'STRENGTH = ";IHT(T);IAB(16);"N1SD0I1 = 'jliPRIKT GJ 
130 GOSUB 4500 
450 RESTORE 

460 FOR 1=1 TO D:READ At: NEXT I 
470 Leave out this line 

1480 IF AMD FI4K0 AND N=32 THEN LET F(N) = l:LET 1101=81 

2420 If A=40 THEN OPEN "1" ,i-l,’lSBATA“ 

2430 IF A=41 THEN OPEN ’0\ 1-1, 'ISDATA* 

2460 IF A=40 THEN IHPUTt-l.Ul) ,FtI) 

2670 IF A=41 THEN PRINTt-l,Lm,F(I) 

2690 CLOSE1-! 

2760 FOR D=1 TO OOOtNEXT 0! RE TURN 
2780 RESTORErFQR l=i TO 80: READ IPIjNEKT I 
2036 LET 2=24 

4110 FOR 1=1 TO 43: READ TP*:«EIT 1 

4190 LET G*=’ - * 

4430 DEF Fl|jt(ZI = [NT(RND(0)*I+lJ 
4440 DEF FNP(Z) =PQS CO) 

4500 LET 8t=STRH0l+STRt (LiGH+STfii(F (01 HSTRJIRJ 
4510 LET 8(=STRt<UAlS8*>);LET Bt=«IGHT* (B(,LEN (011-1) 

4520 RETURN 


Apple % 

40 GOSUB 650: GOSUB 2770:PRINT “ISLAND OF SECRETS PRIHT ‘ T 1 HE REMAINING: ’jL 
50 PRINT G$;Tft6fl){ "STRENGTH = * ; ]NT tV) ; TAB 123> ; "H ISDOH = ■; I:PflINT 64 
658 RESTORE 

660 FOR 1=1 TO D: READ At: NEXT 1 
670 Leave out this line 

2550 PRINT Bt;TAB(t)j*FODD=’;F;!ABl23l;*0RiNK=’iG;PR!NT Gt;:L£T Fls'OK* 

2620 IF A=40 THEN PRINT FLIj'OPEN ISDATA" : PRINT FLIj’READ ISDATA’ 

2630 IF A=4l THEN PRINT FLfj’DPEH ISDATA": PR [NT FLt; "WRITE ISDATA* 

2640 IF fl=40 THEN INPUT LI II: INPUT FID 
2670 IF A=4l THEN PRINT L(I):PRM Fill 
2690 PRINT FLt; ’CLOSE ISDATA’ 

2760 FOR 0=1 ID 900: NEH D: RETURN 
2770 HONE: RETURN 

2790 RESTDRE:FQR 1=1 TO 80: READ TPI:NEXT I 
2B30 LET 2=31 

4110 FOR 1=1 TO 43: READ TPI : NEXT I 

4178 Leave out this line 

4480 READ L 4 1 7 : LET F(1 |=ftSC [HIDKQt, 1,1)1-46 

4440 DEF FNP(I)=POStOI 

4455 FLt=CHR*(4) 

4470 DATA ♦5,46*71,41,44,21 ,27, 15,53,42,75,59,90,67,44,5,44,42,60,21,44,42,77 
4490 DATA 13,33.44,59,15,51,75,41,78,71,50,77,23,19,10,10,45,42,38,38,0,0 
4490 DATA O.O, 0,0, 0,0, 0,0 
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Clues 

Don’t look at ihis page unless you are 
really stuck, Et contains clues to some of 
the puzzles in Island of Secrets, If you are 
still completely stuck after studying these 
carefully, write to the address below* 
enclosing a stamped addressed envelope, 
and you will be sent some further dues. 
Mark your envelope ISLAND OF 
SECRETS. 

ff the program does not work or you get 
error messages, check each line very 
carefully for mistakes, using the checklist 
on debugging on page 19. If you still have 
problems, send a copy on cassette to the 
address below stating what computer you 
are using and what the problem is. Mark 
the envelope ISLAND OF SECRETS and 
enclose stamps for relurn postage. 

Here is a list of words the computer 
understands. 

TA3 3VAJJ qOflO HVID 00 3R AT THO 

hihj hoe o rjih m<\o aaifl rmihg 

RJATTA JRJHT3 THDH >1 AHfia HAT 
HJ3H R3TJ3H3 MtWg JJIR TIM 
(1AHJ1 HgEJOH HUH IYJTA3 LOTAH33 
3VAW T33H T1AW YA3 JJI3 3HIMAX3 
OUlSfldWOJH 003 3JHHA TIUp OTH) 
JJBtiJH H3HOT TY13MH3HAH OAR 
TP1IJ3 JAOO TTAT0 3HOH 3XA 
JAG J TgAHatlO YMA3 H3MMAE I 
BMOOHI 13UM 3TIU3SIH klOJ3M 
T03HO TAOS 3HIW R3TAW 
aOOQHAHT 3P1GT3 EflMUJOD 
30Ag V \ AMHMAwe HGU0I J H30AJJ] V 
RAO JO SHTIAHW STOOH 3X008 
Ifl JMOOJ JR Am HA03MO 
HTUO0 HTHOK KA1Q3M HJ0M3\/A3g 
TUG HI MWOa HU T33 W T3A3 


Snelm s inner chamber 

uo Y .31 sd InBJinHoiGq to qei^g sri) aoitokl 
aT^HtfilbfiGtg b^ni>qo w&rt o) bssn 
Isub g sd leum tl r ti bfi 9 t ol 
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Dactyl's nest 

.euoitse bus uoy isdi looiq ebs^n EyJ r >fitl 
Jei it spfilliv bsifnlaq 9ft) liaiV 

TheTmclimbable 1 path 

Ir aqfifhsH .bibH qu dmib nra lee^d yflT 
of gmdlBfnoa bssn lli'jj uoY .uo y 9*1 gt Itiw 
.dpuorfJ dtrw ti rtoleo 

The logmen's settlement 

‘jd&t Jliw ^bH) .uoy Hi>jg:> nsrnjool Bdtll 
*bed msril Jog 06^ uoY .uoy mart zpnidt 
.stdet eol lilq<; 9ffJ no jJooJ .dguodt 

The lilies 

9f1l )uods>gmd)3mo2 ob bluo:> uoy eqeriT^H 
-yTomsin bvbH aiawolf bHT Aoii a'sgG# 
OG9 uoy h 91000 9 >l 6 l os eiswoq gJlhofcSl 

Omegan's sanctum 

qtad yem tl loofl adi ts 4 ool boog & sdeT 
sued o) b^an uoY .ob oJ teriw luo diow uoy 
ad oJ iswoq to « Ljsjdo 9 vil IIg briuol 
Jutea^DDue 

The Scavenger 

ng^wtad noitonnoD saob s e'sisrIT 
gnhd ot yrj bluto uoY .n&ibsM bfte mtirl 
bnesguid) owt mid 9 viO .ynoin^m aid Jdg d 
-oot Bfiirilsmoa yse 

The Speaking Stone 

li gntyir q 99R ,913d JuImu 9 d lliw get A 
.srtti) Jaiil 2 ri 9 qqGd fbum gmrtion 

Marble column 

g qidO yrornsm z'nGib^M po[ id giro airlT 

.392 bn&tto lid 

The Pyramid 

9i3d qu triid b & j9iq i> a'aisrlT 

The blue wood stumps 

e b39n IJ’uoy iud ,3 ibH gnirlJBrnoe 

. li t3£ ol n:ftmqiTE6UF£ 3dnol flip 
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The first two books in this series mark the beginning of a completely 
new kind of adventure game. They each contain an exciting adventure 
program for you to type into your computer. As you play the game on 
the computer, the imaginary world of the game is vividly recreated in 
colourful pictures in the book and you can find clues hidden in the 

pictures to help you. 

An adventure game takes you into a different world where you have to 
pit your wits against magical forces, evil creatures and powerful 
tyrants. The books give thorough instructions on how to play and hints 
on what to do if you get stuck. 

The programs are written in a standard BASIC and there are 
conversions listed to make them suitable for the Commodore 64, 
expanded VIC 20, TRS-80 Colour Computer (32K), Apple II, 

BBC (32K), Electron and 48K Spectrum. 
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